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Super NES 1 Controller 
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CONTROLLING THE GAME 


FACE OFF 


if-caplure ftio puck 

offense 

A-speed burst 

ibvdy Check) 

Centro! pass 

Y- fHt> pass/ B-pawpupk 

A-wrist shot 

Control Pad-eenrrot 

cleat piicki 


direction of skater/ 

hold for step shotf 


poPi/ihot 

DiFLNit 



Y-bnlt^hook B-pQke check/ 

A-spesb burst 

Control P&d-cyittrol 

trip pirrcJt carrier/ 

(body check) 

direction of skater 

$wiKh to {Bayer 



closest to the pock. 



WiTH DEFENSE CONTROL ON 



ifTT &IITTQN- Switches to defensive player art .Wj. 
BIGifTBUTTON Svrricites to Pefensue player pr< right 


H!NT ON QEHN5&- The ho. Id/took iY-button! is a more ctwftereftjty etteems action than the body 
check iA-buttoni though a good body check *ait have a nwre devastating effect 
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GOALIE CONTROL 

Press X to taka control of goaGa. Using Goalie Cootroi h expSefnedin detail on page 23. 

B6FGRE SeaSle Hat .Pjjr.fc 

Y dive Bswitctjes prayer A-^'-cit save X poke Check Control Petf- 

controls 
direction Q f 
goalie 

AFTER Goahe Hos Peck 

Y-ftip pass/ B-passes Control Parf- 

eJ mt ptitk controls 

direction of pass 

INSTANT REPLAY 

Y-nevmd B-play/stcp A-fast forward Xpkty tramp try harms 

LINE CHANGES 

Y-oelect Y B selects A-ch$8ge Sinew' 

select A 

ONE-TIMERS 

See the Atfatfl Ort&- Tmi*rs (Of mm fafaiWi.rrfart abr^i One- r.'iMffl. 

J-#ITt!rtVr to 

aTS-^riraf receiving 

teammate wfafl 
attempts a goal'. 

SCOREBOARD 

Press Start tORtttm the gam Mdbrtftg up the scoreboard- 
Frost? far? Cantrtt! Pod up/dptm in highlight Items an the scoreboard. 

Frees A in select jrtm. 

Press Control Pod to scroti through rtsta. 

.p.-ess Start \o return to the scoreboard. Sifdrt again fa return fa the game 


demo mot 

Press WAV bvtlQO except Sljtrf 10 (: Sri the l/fiM motto 

Press Start fa pause the game an a brmg up fat scoreboard options. 


CONTENTS 


starting mGAMf r ...... 

ff/iJfaitJ and Settings . 

TEAM AHD FLA I f£ft STRENGTHS... 

TEAM MA TCHUPS SCREEN . _ 

Player Ratings . 

Hot and CatfSiwa**.. 

THE FACE Off .... 

SKATING.—. . .. r . . 

PASSING .._ 


_....hJ 

.J 

.. T 

. S 

- . S 

. 8 

..9 

-If 


Pleyitrg With tits five - Player Adapter.... 

.... J2 

PENA L TIES 

13 

Penalty Shots .. ....... 

... .. 1<t 

. fff 

INFRACTIONS . 

. IS 

SCORING . 

. Tl 

LINE CHANCES... .... 

. is 

Scoring Lines and Checking Line ... . 

... is 

... .. 18 


..... 38 

StUREBDARO .. 

. 26 

instant Replay .. ...... 

.. 21 

. n 

Changt/Remove Goalies .... 

...23 

. S3 


.. 24 


.25 


26 

Player Statistics , ........ ....... ................. 

. . 27 

._2tf 


. 29 


. 29 

Player Cards .... .. 

. 30 

Crowd Lavef .....*. 

Exit ***** ■■•■-• ■ • • •... 

..... ... . . 30 

.3t' 


STARS Of THE GAME— . . . 

PLAYOFF MOOES ...- 

SAVING THE PLA YOFF TREE . 

HIGHLIGHTS . ... 

ULtmtES. . . . . .. 

CREDITS. .....-.. 

WUmNTY+ . . ... . . 


,Ji 

...31 

...32 

...13 

...33 

■M 

..,35 
















































































NHL '94 is a super realistic. test-acta -locker 03me designed around the actual 
rules. and players in professional hockey, ih.c controls are easy to use, so you can 
heg:n playing immediately wiLli juST a quick glance at the cnrilrul summary on 
page one Gut if you want to tester the complexities of NHL '94. you should go 
through the manual. As you get better and bettor at the game, you can set up 
increasingly more d ? talt contests 

STARTING THE GAME 

\. turn OFF the power switch on your Super NFS'. 

Mh'v'Efi insert or remove a Game Pak when the power is on 

1 Make sure your control! or is pi egged into port ^1 on the Intt side cf the 
Super NES 

It you re playing against ar with a found, plug his controller into port #2 on 
tho right sitie of the Super NES 

3. Insert tho Game Pax into the slot on the Super NES Press the Game Pak 
down firmly to lock it m plate. 

4. Turn ON the power switch. 

5. The EA SRC FITS screen, i non the NHL '§4 li tl e screen. appea r. 0 nee the 
credits begin scrolling, press START to see the Game Set-Up screen 
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GAME SET-UP SCREEN 



If you want io get into the game right away, go straight to the section heinw. 
Playing for Res! 

Out if you are starting NHL '34 for the first time, you might want to watch art 
exhibition game 

1. Make sure bath controllers are under the NOT PlAVtNG cufumn on the 
Player Selection screen so hoth control iers aron t under any tea mi column. 

2 "'ress START Unless you change the set' ng$. l.cis Angeles w l i psay 
Montreal at Montreal in a regular season game with three ten minute 
periods., penalties, off. no line changes, and automatic goalies. 

A I ho Team Matchups screen will appear I See Team Matchups.) 

5. Press START The camera brings you to center ice tor the face off 

To get out of Demo, press any button except START Tha Game Setup screen 
reapirears 

PLAYING FOR REAL 

If you 'want to jump r ich( in and wait not I later to expiate the other options, just 
press START to use tr.a game's default settings. 

When you're ready to set up your own game, Control Pad down through the 
options. Control Pad left or right tu change the setting for that option ? ress 
STAFF! fobng n the game. 
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OPTIONS AND SETTINGS 

PLAY MODE 

Re g ul a r Sea so n Hay a regu lar season game. 

Coil ms P a yoffs Return to a playoff scries at the poml where yen left off. 
Enter a password tn continue your playoff game. 

New Playoffs: Begin in the first rautid of the Playoffs, needing only one win to 

advance. 

Rust nf ?: R agm in the first round of Ihe Playoffs Scojs four victories to advance 
ShootOi Choose teams and go onc-on-onc with tfie goalie 
Some. Chnr.se the home team 
Visitor; Choose the visiting team. 

The Home tram faces up-screen in the first period and third periods, down- 
screen iii Hie second period, 

PERIOD LENGTH 

Each game consists of three oprinds, and one or more overtime periods if 
necessary. 

You can set the period length at 5 minutes, IQ minutes, or 20 minutes. 

Regu ,hf Season game aElows only one overtime period. The nvrniime per od 
lasts for five minutes, or until one team scores (’sudden death"I If neither team 
scores, the game rads in a tie 

Playoff games cannot er-d in a tic. layers will play as many sudden death 
overtime periods as necessary to establish a winner. The overtime periods last 
as long as the period ongth selected for that game, or until one team scores. 
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PENALTIES 

Or:- The referees rail oil the penalties and infractions they son (,£□□ Penalties 
ffld Infractions.) 

C—No Offside: The referees call pena't es one nfractiuns, except offside 
Off: No penalties or offsittes, hui icing is stili called. 

IIML CHANGES 

On: The game player/playets control their team's line changes. I See Line 
Changes) 

Off: The players do not t re nod stay in for the entire game 
Automatic: Computer changes Tnes for both trams. 

GDALiE CGNTRGI 

■vf arnral You can cnntrol your own goalie 

Automatic: The computer controls your goalie at all times. 

Once you've rat up the game the way you want it, strap on your hetmet, put on 
yuui gloves, grab your stick and press START. 

TEAM IND PLAYER STRENGTHS 

■Ml the NHL teams: are represented in NHL 34. As in real life, some teams are 
strnnger than others. Of cuurse. a team's strength is hased on individual player 
strengths 1 his is what makes NHL 34 sr) realistic. 

Every player in the game has certain strengths and weaknesses, oaseti w the 
actual strengths and weaknesses of the real teams from the 1992/1993 season 

in general, the center is ihe best scorer, ant) the w nners arc a-iso good with the 
puck Defensemen <tm not particularly fast Or goed with the puck, trot they check 
harder and defend more aggressively than the front line players. 
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TEAM MATCHUPS SCREEN 



Player Ratings 

E-sfore the game begins, the Matchups screen appears On this screen, opposing 
players arc compared m -D'/erai; rating. Players with a higher rating are superior to 
their opponents by the difference of the two numburs Tc sc rail ihrcjuh the team 
matchups, press A and Y 

Not Qitd Cold Streaks 

Before each game, £A SPORTS-castcr flon 3arr names the three placers from 
oath teem on hot and cpld streets, Thf? player ratings will vary not and cold [+/- 
10% in each category] depending on what kind of streaks the players happen to 
be an. 

Watch Rar. Sarr's commentary before each game to see who's on hot end cold 
streaks I n review firm's evalnat on press X. 
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THE MCE Off 



In the opening period, the home ronm"s center faces up screen. 

I he visitor's center faces down screen. 

At the top of the screen you see a close-up window of the two centers and the 
referee holding the puck in the a r. 

The referee deeps the puck automatically. When the puck hits The me. it's live: 
m Control Pad in the direction you want to defied the puck while pressing B 

m 

■ Control Pod forward and press A to capture puck 

As you I earn the game you will find that certain centers are tougher than others, 
and that snore arc mare skillful with the stick You will want fij he aware cf year 
center's particular strengths and weaknesses ; you want to make fu I .::ieof him 
dm face offs. 
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SKATING 



Skating skills, are fundamental to good hockey. You need to skate well lo check 
hard, to avoid checks, to e ude dctcndcjs, and ta fake out goalies. NHL lets 
you skate like a pru, hut makes you pay for your mistake-? 

Of • NS( With controller 1. your puck carr er skates on a solid right blue star with 
o green outline. I he computer's puck carrier skates an a sol d light b ue star with 
no outline, In two player mods? the skater controlled by centre lieu 1 is marked 
with a pink outlined star. 

L-- ENSE With controller l, your active tiefeoseman skates on a green outlined 
Eta;. I he computer's defensemen are neve" marked with stars. 

■ Press B to activate defenseman nearest to the puck. 

Contra;ling your mamentum is the fcEy ta good skating. When you reverse 
direction ynur player writ skid a littln acforc ha actually turns around. Get a fee 
for this skidding and use it to your advantage by learning to predict how tar 
players will slide before they stop. To come to a quick stop, press the Control Pad 
m ShG exact apposite direction the skater is skating. 

■ ContrnI the direettnn of ynur player (and the direction of your passes) with 
the Control Pad. 


PASSING 



l he key to a dominant offcn.se i& clean, accurate passrng. 

■ Control Pad the direction you want tn pass, then press 6 

If you hold the Control Pad, the player will pass the puck, in the direction he is 
facing, -he bRst passing method is to press thn B button, then press dewn on the 
Control Pad, fieri release the 6 button. The pass is launched when the Control Pad 
is pressed while m B button rs down. 

When the puck reaches a player, that player usually controls the puck. 

An opponent can intercept a pass if he gets to the puck firsL. 

Try to keep track of where players are off -screen 

In general. the center skates up center ce with the two wing man on either side of 
him, and the two defensemen behind him on opposite sides. 

If the player you control is off-screen, an arrow points lo the location of that player. 

When playing in either cf the Two Player mudes, the green arrow indicates the 
Controller 1 player, the orange arrow the Controller 2 player 

If you know where all your teammates are, you can pass quickly [forward, to the 
s'da. and behind you) and confuse the defenders. 

Dn medium to long range passes, it is Emart to press B immediately after you pass 
the puck to control the target player before the puck arrives; this way you can 
evade defenders and pick up the puck m the clear. 


If 
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PLAYING AS TEAMMATES 



When Two Player-Teammstes is selected, two players compete against the 
computer. 

The player with Controller 1 controls the men on the green outlined star. The 
player in control of the puck skates an a solid blue star 

On defense, when both payers press B, the player who pressed B first becomes 
the defender closest to the puck. 

Flaying with the Super Multitap 

Your Super NTS coo toll whether or not you have a Super Multitap plugged in 
At the Side Selection screen, five controller cons appear 

1. Use the Control Pad to move your star (‘he star with your Controller number 
in n| to whichever side you want to play 

2. When everyone has selected the side they want to play on press START. 
Cnee on the ice. each player skates on a colored star: 

■ Player 1 - Green sta r 

■ Player 2 Grange star 

■ Player 3 - Red star 

■ Player A - Yellow star 

■ Player 5 - Blue star 
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PENALTIES 



When the Penalties option is On., the referees cell ail the penalties they see. 

You can keep penalties to a minimum by lay ng off the A button on defense. 1 he 
A button gives the player you control an estra hurst uf speed, so your checks are 
harder and your collisions mere explosive. 

HOLDING -Illegally grabbing or pinning a player so that he cant move, 
ROUGHING lJnncccssary roughness or causing an injury 

SLASHING - Deliberately hitting an opponent with the stick in order to obstruct 
or intimidate him. 

CROSSCHECK - Lifting the stick Off tire ice with both hands and using it to check 
an opponent 

TRIPPING - Tripping the puck carrier, The referee has to believe there was no 
attempt to capture thn puck. 

HCOKi NG - One player's attempt to "hold up" another player with his stick. 

CHARGING Slamming into another player after two nr more deliberate strides 
in h is direction 

INTERFERENCE - interference is cal led when a p layer interferes with the goalie 
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Penalty Shots 

Penalty shots are swarded when □ tripping ur holding penalty ^ committncS on the 
breakaway man (puck sair'er that initiates the breakaway). A breakaway happens 
when an offensive player crosses the blue line hofere a defensive player. 

One player is released from the penalty box when the oppn-s nq learn scores on a 
Power Pl ay (See Povm Play Lines) 

It there are two or more players in she box, the player with the least 3 mo uni of 
rime remaining m his penalty period is re lee sea 



Delayed Penalty Call 


When a penalty is called on a player from toe team without the pock, action is not 
stopped immediately. The referee appears on the screen to whistle the penalty, hot 
play does noi stop until o player on the penalized team captures the puck. The 
computer wilt automatically replace its goalie with a forward in a delayed penalty 
situation, and the goalie returns 3S soon as you capture die puck. If the offensive 
team score* before the penalised team captures the puck, the penalty s nut called 

Delayed Penalty 

No team will have fewer than three player* Inni including the yoa ie! on the ice It 
a penalty is called an a team with two players n the box, the offending player 
goes to the box and is replaced. His penalty time does not begin tn run down umi 
one of his teammates' penalty periods exp res. 
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INFRACTIONS 


"T 


— Attack zone 


Blue line 


-Center line 


THE ATTACK ZONE 

The attack mno is marked by a blue line on your opponent's side of the ice When 
you cross this blue line in (he direction nt ynur opponent's goal, yea fiave entered 
the attack zone. 

Your attack zone is your opponent's "defensive zone A 

ICING 

Icing is called whew a player passes or sheets die puck across die red center line. 
Lhe opponent's blue line, and the red goal fine, but not through the crease |the 
blue semi-circle in front of the goal). 

If a p ayer on the uffenSrve team touches (he puck after It has been "iced", (he 
infraction is not called. 

A shot on goat never crosses ?hc last red line, se icing is never celled:. 

Icing is net ceded on a team that is short handed because of a penalty. I See 
Penalty Kitting Lines,\ 

There is no "two-line pass" infraction ill NHL ' 94 „ 

After an icing call, (he referee stops play and sot up a face off in the defensive 
zone of the guilty team 
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OFF-SIDES 



Number j2$l has skated across the bios title with the peck when his 
teammate wasatwsdy in the attack zona. 

The puck must enter the attack znno before any player on the offensive team 
enters the attack tone, or else offside will he celled. 

i ho puck cannot he passed across the blue line te a player wailing in the ottardt 
zone. 

Once : n the attack zone, it line puck crosses the blue lint; OUT of the attack tone, 
all offensive players must "clear" Heave) the attack zone before the puck ran be 
brought back across the blue line 



You attempt a shot-on-goal in the attack, zone. The other team's; gnnliE 
stops the puck and quickly masses it to a teammate, who brings it up the 
ice on! of the attack zone. As snnn as he crosses the blue I lie, you 
body check, him and steal the puck Nov.' you must wait for your 
teammates to skate out of the attack zone before you can brine ibe p ick 
hack mto the attack zgjiu 

A referee window wil pop up to warn you that if you crass mo the attack zone 
you will be offside 

Toe referees always catch Ibe offs ; de infraction fwhen you navn it ON) and stop 
the action The puck is faced off behind the blue I he. 


SCORING 



One point is awarded per goal. 

■ i o take a shot on goa I, press A when you -have the punk. 

■ Use Control Pan to aim the puck left/n ghi/up/ down. 

There are two different shuts: wrist shots and slapshots. 

■ Wrist Shot, Press and release A quickly. A wist shot is slower tail more accurate 
'Iran a slap shot Wrist shots am most effective when close id the goai. 

a Step 5 not: f fol d down A. A slap shet i s ha rder, faster, but I ess accurate than 
O wrist shat. Slap snots are most effective further back in the attack 7nnc 
when the goaSie is not set. 

The lunger you held down the A button the harder the slap shot. 

■ Control Pad up tu give shot height. 
m Control Pad down te keep shot low. 

a Control Fad Soft nr right to ghaut into comer of tf* net. 

Leak for a step shot to bounce oft the goalie or the net, grab she rehound, and flick 
the puck rn with a wrist Shot. 
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LINE CHANGES 


Team 


MTT. 

Sell 


| Scaring *ine 1 
— Scaring tine 2 
1 -Checking line 


Hockey is ? grueling sport, and players need to rest every so often, especially in 
long games. 


If you want to make no changes, set Line Changes la ON on Lite Game Set-Up screen. 

Fatigue bars on the light s de of the line-name show how fresh |or tired) ihm tine is 
The longer ihe bar, the fresher the lino Green indicates that Ihe players are fresh,, 
yellow means tired, arid red means he's entrusted. 


Ynu can make lino changes whenever actinr -s stooped [end of period, penalty, goal, 
face off, etc,I or whenever the puck is in ploy 

Before each face off, the Line Chenge window will apnear nn the screen for a few 
seconds Press the 'cltet corresponding to the line you want on the ice. 

It you don't press a button, rhe I nc nett to the tetter Y will take: lor remain on) the ice. 

Unless e Power Play is beg nmng or ending., the ine currently nn ihc ice is listed 
neat to the letter Y. 

lice Power Play Lines and Penalty Killing Lines for more information ) 

You con change lines anytime the puck is in play. 

1. Press Se lee L to br ing u p a window of the currently aval la bl e I ines and the ir 
fatigue bars. 

7. In the window, press Y to select the line nest to the iEttEr Y, 6 far 'ET Slid 
A for'A 


Each team has seven different linEs: Scoring lines 1 and 2 IScl and Sc2|. Power 
Play lines 1 and 2 [PP1 and PP2), Penalty Kill ng lines 1 and 2 IPkl and Pk2|. one a 
Check line-|Chk|, 

Change lines bsfoie [hey use 25 % of Iheir energy to maxlmire perfnrrianrc of the 
team. Be careful about changing your line while your puck carrier is in the defensive 
rone, ff your opponent steals the punk, you cou d be left short-handed oil the 
defensive end while the fresh players are coming onto the ice. 


SCORING LINES AND CHECKING LINE 

$c1 starts every game. Ynu can change ta Sc 1 or to the Chk line anytime during 
play or when a face uff occurs 

Scoring lines are fast, agile, and good with the puck, 

Tho Chk line is yeur "big 1 line, generally slower but harder hitting and better on 
defense. 


Povf&r Play Hites 


G J 52 

MT’LPl.jg PIm-.’ 
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Power play deck 


Whenever one teem has at lea st one more player on tho jpg than the ether learn, 
that, team has a Power Play. 

Some cf the players on tho Power Play lines are also on die regula 1 lines (Scl. Sc2, 
Chk) or the Penalty Killing lines {Pkl, Pk2). 

The Line Change boy appears automatically before each face off. 

■ Press Y when you have the puck to show the Line Gha nge bo* 

■ Press Y Or B to select PP1 or PPJ. If you press neither, the I me nett to T 
will take The ice 

For the first Power Play. Y conrespcnds to PP1 and 'H' to PP2.1 nail subsequent 
power plays. T corresponds to the line most recently on the ice. 

It is important to select a hne when the Line Change window appears, unless you 
are certain that you want the line next to the letter T to take the ice. Otherwise, 
you run the risk cf inserting a tired line. 

■ Whnn a power play ends, select from uric of the Scoring Lines o t she Check Line. 

The line most recently used (usually the most fatigued hne) is listed nest to T. Be 
sure to select a different line if that line is not at full strength. 







Penally Killing Lines 

The Penalty Killing Lines consist of some of the pinyors in the corresponding 
Scoring Lines a: v d are used agasnst a Power Play. 

The substitution ol Penalty Killing Linas tor Scoring anrl Checking Linos 
works DKactly as described above in Power Play Lines. 

SCOREBOARD 



Ti'ie Scoreboard provides a wide range of choices availabie during play or 
between periods. All the different options are e*pia ned below. 

SCQREBOAFD 

FYoss Start to pause ihc game and bring up the scc-mbciand. 

Ptess the Control Pad up/down to highlight items on the scoreboard. 
Press A to select items. 

FYess Control Pad to scroll through data. 

Press Start to return Lo The scoreboard. Start again Lu return LO the game 



The team name of the player controlling die menu will flash until the 
Cnnlrnl Pad is rc! cased. 1 his enables you to know which teams goalie is 
showing and their team specific settings 


fttsfonf Replay 


Replay (frame byframe} 



The replay is automatically rewound half way into the rep ay. A bos appears 

showing VCR-siyfe control instructions 

■; Press B to roll replay (normal speed} 

■ Press B to stop replay, 

m Press X to play replay frame by frame. 

■ Press A to Fast Forward. 

m Use Control Pad to move the vmw around tho ice. 

■ Press Y to rewind the replay; release to slop You see the action in reverse 
at high speed. 

■ Trigger R igbt/Left to move die repl ay frame by frame forwa rd and backward 

■ Control Pad any direction tn activate "Iso mode''. In Iso mode, you can move 
she cursor to a player and have the replay Follow his actions throughout The 
nop-ay, nr move tiro cursor around the ice to see the positions nt other 
players at ihe time of the replay. 

e Press START to return to the Scomfroa :d M enu. 

m Press START to resume play. 
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Game Statistics 



Each teams current game statistics appear beneath the team's name 

Score: Number of goals scored 

Shots- Number of shots taken on (ho goal. 

Sheeting Pet: The percentage of shots that scored. 

Power Play: Nymbsi of goals scored during power plays/mimfrer of power plays 
I see p IS for more on Power Plays.) 

PP Minutes: Nember of Power Play minutes for each team. 

PP Shots Number of shots attempted by each team during a Fewer Bay. 

SH Goals: Short Handed goals. Number nf goals scored fry each team while 
short-handed 

Breakaways: Scores on breakaways/number of breakaways 
One-Timers: Number uf One Timers that scerori/mjinher attempted 
Penalty Shots. Penalty shots scored/shots attempted 
Face offs Won: Number of face offs won 

Body Checks: Number of budychecks delivered even after the whistle blows. 
Penalties: Number of Penalties meurnad/number nt m.notes penalized (In the hod 
Attack Zone: Amount of time spent In the Attack Zone (see p 15 for more on the 
Attach Zoned 

Passing : Number of passes successfully recewed/rcun bcirof passes attempted. 
Passing Pet: Percentage of all passes that were successful. 
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Change/Remove G&alies 

in professional hockey, the same goalie rarely starts every game, in NHL 'H the 
goalie is chosen randomly far computer controlled teams in regular saasnn games, 
when line changes are ON Otherwise, the 1 st string goalie starts 

Goalies do not tire, but if yews is- no? perform me up to your standards, or if you just 
feel like giv ng the other guy a chance to show what he's worth, you can change 
goalies. 

■ Control Pad down tc Goalie and press A to alternate goalies (or tc None). 

f you remove your goalie (leaving the net undefended) a forward is substituted 
when the goalie leaves the Ice to give you an extra player up front. This gives you a 
better chance of scoring. 

Manual/A oto Goalie Control 

AUTO CONTROL 

Auto goaiie control ets you concentrate more on strategic checking and defense— 
goad for beginners. 

MANUAL CONTROL 

Manual goalie control is for more advanced players who are very skilled with 
defense and am ready for full control. To get control of the goalie, press X. 

■ Control Pad down to Manual/Automatic Goalie and press A to alternate 
between (he two. 

lbs computer will sometimes remove its goalie in the third period when it is losing 
and the game is dose. 

Yuu might want to remove your goalie when you Te losing and time is running out. 
Note that this Is NUT listed as a Power Flay, since there are equal numbers of 
players on the ice. 
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Defense Control 

ON 

■ Press left button nr right button tu activate defenseman Cm the I eft or ri ght 
of screen 

OFF 

■ Press B to activate defenseman nearest to tfie puck. 

Team Roster 
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ria ( i®t Pt-atiTV? 

LD •! i Pj ti loii Bi i M.hn 1 ■< ir. j 

RB jfl Kpu i n Hll 14 j* I c r 

B.M ^15 GLlbi rl riTarTTM'- lei 

Cl ^17 StCPhiili l.pla !-■.■■■ IdEt 

fiw 3H riHT-nl = S^v^id i<k; 


V - -Sijup toh To 4 L'rt£. 


The lee nr, Foster cunLains a I seven lines and the l«st of the goalies for a 
particular team. (See p. IS for descriptions of the different lineups.] 

The bo* on the left displays the name of the lineup shown un the screen Each 
player is listed by position, jersey number, and name. 

LD - Left Defenseman (shown as D on the ice I 
RD -■ Right Defenseman (shewn as D on the ice] 

LW - Left Wingers (shown as L on the Ice) 

C - Center [Shown as C on the icel 
R'vV - Right Wingers (shown as R on the ice.l 

■ Control Rad up/tfown to scroll through different fines and different goalies. 

I he box on the right displays the ratings catogon/ in which each player rs being 
evaluated, 

■ Control Pan eit/nght to scroll through the dlffetenL ratings categories. Most 
of the ratings are numerical, the higher the number the better the player 
that category. 
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GOALIES 

Status: On the fce/On the Bench 
Overall: The goalie's overall ability 
Agility: The goalie's agility on the ice 
Spend: The goalie's speed on the ice 
Glove Hand: The hand the goalie catches with 
Def. Awareness- Goalie's defensive instinct 
Puck Control; Goalie's ability to control the puck 
Stick Right: Goalie’s stick handling to the right side 
Stick l eft: Goalie's stick handling to the left side 
Glove Rig hi: Goalie's glove handling ta the night side 
Glove Left: Goalie's glove handling loine ;nff side 
Weight: Goalie's tody weight in pounds 

LINE PLAYERS 

Status. Ice/BendVInjuretf/PenaTzed 

if g plover is m the penalty bos, the time remaining in his penalty appears as his status. 

,f a player is injured. 'Injury' appears os hss status. A P after injury incicaies 'out for 
the period', while a G indicates 'out for the game' 

Overall; Flavor's overall ability 

Energy: Player's current energy lovo 

Agi it 1 /: Player's agility on the ice 

Speed: Player's top speed uri the ice 

Handed: Player's best shooting side 

Off. Awareness Player's offensive instinct 

De(. Awareness: Player's defensive nstinct 

Shot Power: How hare the player can Shoot the ouck 

Shot Accuracy: Player's skill in shooting the puck 

Pass Ace u r a e y Played $ sk :l i in passing the puck 

Stick Handling: Player's overall skill with thg slick 

Weight: Player’s budy weight in pounds 

Endurance; Player's stamina un die ice 

Aggression P|flyer's likd'hood of being penciled 

Checking: P ayer's effectiveness as a checker 

















Period Statistics 



Ycuj ego check period eta List cs fa; ekher team at any time during play, 
a Press Y to alternate between Goa I anct Shots slats. 


Edit Lines 

In NHL '94, you can edit, a team's lineup. You may edit lineups before the opening 
face off, or at any time during Efts game When line changes am art. you can edit 
all seven lines (seep. If? tor more about cte different lines) When ine changes 
am off, you can edit only Scoring Line 1 |th?s is the only line that's on the ice). 

■ Use the Control Pad to highlight the player nn the fine you wish to remove 

■ To select a high, ightnri player, press A. A fist of su osti turns d ig>ble to play 
that position appears at the top of the screen 
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■ Highlight a player from thE eligible substitutes list. 

• Contra Pad left/right to toggle through the various ratings categories ro 
assess the qualifications of that player The higher the rating. the better that 
player is at that particular skill or attribute. 

■ When you've decided which player you wish to substitute, pres s A 

■ Repeat the process for each substitution you want lu make, then pmss 
START and a menu box appears. To return to the game, highlight this op-mu 
and press A To restore your team's original lines highlight Restore Default 
Lines and press B. 


Player Statistics 



You con check individual players’ game statistics tor e ther teem at any time 
during p ay. 

■ Press Y to hring up the stats for the opposing team. 

There a m two ways to look at the statistics—by player or by statistic. Van may 
want tn look at hnw well a particular player is doing n general 

■ Control Pad up/down to find the player whose stats you wish to see I if that 
players is not among the first live shewn). 

G - Goafs scored 
A - Assists made 
Pi - Points earned | Goals + Assists) 

SH - Shots on goal 
PIW- Penalties in minutes 
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Oj ycu Bn rank the players in order of their performance in the various 
categories, for example, if you want to see which p ayers have taken the most 
shots on the goal, select Shots on Goal. The player with the meal shots on goal 
will eppeai 3t the top of the list, followed by the player with he second most 
shuts on goal, end so ur«. 

■ Control Pad eft/right to toggle- through the ditfenenl statistics categories 


Scoring Summary 
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The scoring summary recaps all the goals, the period, the time elapsed in the 
period, the team, the player who scared the goal [followed by the players} who 
earned assists ons fine goal, if any], and the penalty situation at the limn 

"Hob initials P/S stand for Penalty Situation . When no item appears in this 
space, both teams had on equa? number of players on the ice 

The following ere abbreviations for the type of penalty during which a goal 
was scored: 

PP Power Play 

PP2 Two player advantage during a Power F ay 
SHI Short handed one piayer 

SH2 Short handed by two plpyem 

P S Penalty shot 

m Control Pad up/down to sereII ti p/d own the screen {if necessaryl. 
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Penalty Summary 



Like the scoring summary, Vie penalty summary indicates the period in which the 
nnnalry was called, the time □ lapsed, the- team whose player comm ttcri the 
penalty, the number and name of the player [beneath which appears the name of 
the infraction), the length of the penalty in minutes. 

■ Control Pad up/down to scroll up/down the screen {if necessary). 

Timeout 

Calling a timeout restores all the lines on both teams to full vitality and can be 
used hy each team only once during a game. When play me with I lie changes off. 
the players do not lose vitality, so the timeout has no real function, tiut when 
playing with Eine changes on, using the timeout at the right juncture in a game 
ran create a iremersdous advantage. Once you use the timeout, it disappears from 
the Scoreboard Menu 


Player Cards 

View Player Cards from the Scoreboard Menu screen for team and p ayer 
infer mol inn The team cards show !he starters' names and .numbers, the loam 
logo, and the team rating, The Player Cards show the players picture, position, 
strengths), and overall rating. 
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Other Scores 

The Scoreboard Menu provides scores from ether games in hole olayof* 3ild 
regular season modes. 

■ Centro Pad up/down to serol I through the li st. 


Crowd Loral 



The Crowd Analyse screen d splays the ststisiics on decibels recorded from she 
crowd's cheering. These inclode the current decibel level, the average decibel 
level recorded over the course of the game, and the highest. Or 'peak', desbel 
level since the opening face off. Analysis of the crowd is based on the readings of 
the Crowd Meter throughout a game. 

■ Centred Pad up/d own to scroll up/down the screen (if necessary; 

Ex if Game 

To exit the game ycc're in and go to the Main menu, highlight Exit Game, then 
press A. 
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SttAS OF THE GAME 



At the and of every game, Hon Barr at the EA SPORTS Center selects the stars of 
the game. Scores, assists, end excel ent goal keeping usually qualify 3 player as a 
star. Gut even if yuui goalie saves 99 of 109 shots on goal, if that one hn let got 
by is a game winner, ho hardly feels like a star. 


PLAYOFF MODES 

At Gome Setup, select the team you want to play Press START to go to the Player 
Select Screen :hs left column is "Mot Playing" and the right column is the team 
you selected 

Single Player Playoff: Single star under Team name 
Multi-Player Playoff; Al player stars under the Team name. 



Payers ran not go head tc head n playoffs. 
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SAVING THE PLAYOFF THEE 

After you win a playoff game, the revised playoff tree appears with a password. 
Write down the password if you want to he able the return tu that point n the 
playoffs in the unfortunate event that yuu lose 

To res lore the playoff tree, reset the game and go to the jUsrr? Msw. Select 
"Coni. Playoffs'" in Play Mata, then press Start. The Password Screen appears. 



Press the Control Pad lelt/right/up/down to select a character from Vie set, then 
press A to enter the character and nwve tu the next position. Y allows you to go 
back end correct aery mistakes. When you've entered the correct password press 
Start to resume the playoffs from where you left off. 
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HIGHLIGHTS 

You can watch highlights from other games around the league 

At the end nf each period of a playoff game you see the score of an ongoing or 
completed game in a how below the scoreboard. 

Press START to bypass the scones. 

You can check the scores around the league at any time hy pausing the game and 
bringing up the Other Scores screen 

If you want to stop a highlight, press A. To get bask tu your game, press A again. 

INJURIES 

Sometimes a player takes a vicious check and must leave the ice fur a period or 
even the entire game The program automatically rap laces the player with the one 
best suited to play his position, 
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WARRANTY 


Electronic Ar;s warrants Id i^ie angina purchaser nFl?iis ESectranie Arts sot-ware prgcucl ihgc rhe 
medium m wh ch tl- is ajmjujtH program is recorded is fr(?s Irani ciefFcls in materials and 
wcrhi unsliip loi a period ol ninety 190) days bam the dale cl purrhasa This Electronic Arts 
software program is sod "us is." without enfliiisK or i milled wuirinty ol ary kind, and Electron c 
An? iinpi liable For soy losses or ilanygcs of any kind rssulLing from use ol Hits program. 
Flectmric An? sgr-ces For o pwiod of ninety (90] days Id either repair oi loplace, at its cpiitnx free 
oF charge, ary Flpclronin An? software product, poslsge paid, wilh pcool ol Purchase, OL the 
Electronic Arts Warranty Hepanmnnl This warranty is ms applicable to npriral wear and tea: 

‘‘lift warranty sfiii I rot be app cable and shall aevc d it the refer! in the Ftertmnic Arts software 
product has arisen through abuse, unrBa&onabfa use, nistrealmmt crnEglact. 

UMITAT 10 MS - THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NU OTHER 
REPRESENTATIONS UR CLAIMS OF ANv MAHJRE SHAH BE idtc ML Off OH OBLIGATE 
El ECTRONIC! ARTS A+iY IMP! IED WARRANTIES AMICABLE TO TH>S SOFTWARE PRODUCT. 
DKIIUDIHG WARRANTIES OF MFRCHANTASil ITYANO FITKRSS FOR A PARTICULAR PURPOSE. 
ARE LIMITED TO THE NINETY |£H) DAY PERIOD DESCRIBED ARflWF IN NO EVENT WU 
ELECTRONIC ARTS BE LIABLE FOB ANY SPECIAL, I MCinENTAL, OR CONSEQUENTIAL OAMAGtS 
RESULTING FROM POSSESSION. USE OH MALFUNCTION OF THIS ELECTRONIC ARTS SOFTWARE 
PRODUCT 

Sone slates do not allow Irtmtetjons as to how Ionian implied wartaity lasts aniVor eaclusirms 
o- !iir latipns rd incident^ crconserjjwtiel damages so theabava limitations antf/or omIus«(w 
dI inbdity nay rat apply ter yew. This warranty giyesyou Specific rights, and y«j may also have 
Othar rights which vary from slarte tg state. 

RL’I'UflNS AF'£R WARRANT '! 1 —To reulacE defectivemEdia after the ninetyIWltlayvr^TSfity 
pened has ittpii&tf, Surd the Cngiual cartridye to Electronic Ada address below. Endnse a 
statement &i the defect. ycur name, your ieiurn addiess, and a check tar money older let S3D.D0. 

Electronic Arts 
Customer Warranty 
P 0 , 7 & 7 S 

Ban Meier-.. CaUfomie 
W,CG-7D7B 

If vhL need to calk 1.0 someone about His p: 0 duct, ca* l us 81(415)578-0316 Monday through Friday 
between R:30 Bm and 4;3ft pm. Pacific Time 
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NEW CAME PASSWORDS? CALL 
l-aHMSfrHINT 
1-90D-2ea^dS6 
21 Hours ;i day, 7 days a weak 

956 far lie first minute 75( loi cavil additional mimwe If you b-b under 16. ba sure tu gel a 
parent's permission before calling Hfflime.'cq»«c$ aTcudi'Toiic telephone aud is only available 
in she US Cell len-n'l’ determined by user: average length s fain minutes Messages subject to 
change wilhwt nntiefi 

NOTt TO HOTLINE CALLERS: 

To help you quickly locate the tnfoimaUopyoii need, Electronic Ans win g'^c'iy send you printed 
hnrll ne rrsnuR To seceive a copy. pllte&O send yOur name wd address 10 

Hmline Menus 
P.n BDX.7E73 
San b&itEO, CA 
!iHD3-7576 

Bs sure to if>clixle ibe title end hardware locmat of the game you ere plsymg 


4 i9*t Pwunsie Arts. rights 

M III'A Nr.irii Hcckey tiagi* Piiiiys AmocihIkii mri v<! boo-of th-nNHlPAnrnlnKfciKi'ksnr MllLPA end ;rn nsrri. 
t j>S3r l fitfise. ty Etecuomc ftni he 

MHL* is. a njpdjurKi T™iuTijji nhlw V.ilirvuJ lAnicy l.wgyf 
Simley0«p' isa leflhiaiM Tiidamarkul raKuiinul Hticley League. 

"ami Hams ms low rteKtsdang QffiNtyLiuwd fr«ierrufl« d theMamnal HKteyU&suo' MH I3U3 

LntiMi iikckmI cllicrM?;!..il snllwsie•!»!siKunnil:* naif ‘ ii'li I Wnmcfliis 
fjl rp]hii reSEfvefl 

NAUrnOd, NE§ NrJtenib Enlolarircitl &,Mm. SicnrHr.'.snS: fntulan-nflt Sjstofn. grit :■>: rerun se4f > 
iegiii»r«i i.'i* MfcdikE: or mu*™ c f nmetits. Inc. 

Siyw Mil‘ ".in'" is a irritirnr.rSt ct H.rtron .-oil IJfiA. li*. Ail iiifils. rwfjygfl 
EA S^OrnS is i liadenvsrt dT DhIjcth: Arls 
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